Argentia 


PERFORMANCE ENHANCING SUPPLEMENT PG. I 


ALCHEMIcaL Poisons 


This blade oil gives a weapon the Silver effect, or its silver damage increases by 1d6. 


Brown Oil 


The victim is poisoned, and the poison also makes them susceptible to bleeding damage. 


Crinfrid Oil 


The victim is poisoned, and the poison also causes pain that imposes -2 to all skill checks. 


Zangwebarian Venom 


Argentia functions as a blade oil. Brown Oil, Crinfrid Oil, and Zangweberian Venom can be coated on a slashing or piercing weapon like 


The victim is poisoned. The Endurance check to recover is DC:20. 


Black Venom, and the coating last 1d10 minutes. 


Bindweed 


WitcHER Potions & ELixirs 


Your body becomes immune to acid and acid-based poisons. Your equipment is still 


30 Minutes 
vulnerable. 


De Vries’ Extract 


You take -2 to Awareness but become immune to the effects of all lighting conditions. You 
can see invisible and incorporeal creatures and objects, and you can see through solid 
objects such as walls by spending an Action to concentrate. You can’t see through hemp or 
dimeritium, however. 


20 Rounds 


Kiss 


You become immune to b/eeding damage and you can attempt to treat your own non-critical 


bleeding wounds with DC:10 Endurance instead of DC:15 First Aid. Ve (UI 


Rook 


You gain +1 to your accuracy with all weapons. 15 Minutes 


Shrike 


Any enemy that strikes you or that you Block in melee combat is Staggered by pain. 5 Minutes 


Stammelford’s Philter 


Your Vigor threshold is increased by 2. 15 Rounds 


Tiara 


You gain +2 to your Block and Parry defense rolls. 15 Rounds 


Willow 


You take no skill check penalties from being grappled, pinned, or staggered, and you get +2 


on STUN saves. 15 Rounds 


Wolf 


Whenever you hit an enemy, you add +2 to your attack roll threshold for determining critical 


hits. 15 Rounds 


Wolverine 


White Gull 


You ignore penalties from Wound Threshold or Death State and if your Health is at half or 


less you deal an extra 1d6 damage with all close combat attacks. WHERE 


You can immediately enter a trance, using the Meditation skill, pausing the duration of all potions and decoctions 
for a number of hours up to your Meditation skill level. If someone without the Meditation skill drinks White Gull, it 
affects them as a hallucinogen. 


Black Seagull 


You slip into a 12 hour slumber, during which you hallucinate vividly. This slumber is not a restful sleep, but each 
hour you regain 1 Health per level in Iron Stomach and any ongoing damage from any kind of poison, bleeding, or 
disease is suspended until you wake. If someone without the Iron Stomach skill drinks Black Seagull, they must 
roll a Death Save; if they succeed, they become poisoned and pass out for 12 hours. 


ALTERMATE BLizzZaRD 
Grants +2 Reflex for 10 rounds. The bonus improves by 1 each time you inflict Death State or a critical wound on an enemy, up to +5. 
(Because standard version is useless for “boss” fights and doesn’t fit how Geralt uses reflex-enhancing potions in the books.) 
ALTERMATE TariBor FOREST 
Grants you +30 Stamina for 30 minutes. Maribor Forest potions do not stack with each other. 
(For those who do not use adrenaline dice.) 
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PERFORMANCE EnHaANCING SUPPLEMENT PG.2 


WitcHER DeEcoctions 


EFFECTS Transmvtation 
Se eee ee eee rere aeck: You become inmune tothe effects of oud noses and 
i y : ; : q y sonic vibrations, including sonic blast attacks. 
REC, whichever is lower. 
Beak Your scent tracking abilities double and you gain +3 to You gain +1 to Reflex and deal an extra 2d6 damage 
Awareness. with Brawling attacks. 
You gain +4 to Brawling and deal 1d6 damage per turn 
: : : to the torso of any foe you are involved in a grapple with. 
Borening ponesinece vil Any of this damage that penetrates regenerates you by 
the same amount. 
You gain the ability to communicate telepathically within 
: : 20 meters, and you can roll Spell Casting to 
Bia Nob gain 1210 Reflecand: Dexterity: telepathically intimidate. The target can oppose with 
Courage or Resist Magic. 
Bullvore When making Charge attacks, you deal an extra 2d6 damage. You get +4 to Physique checks. 
: : : eee Seay : You benefit from the effects of potions even if you’re 
, If you apply a blade oil while this decoction is active, its effect is a ; 
Cockatrice do ubledhuntitheeeaction Weareorr beyond your toxicity threshold. You still become 
poisoned. 
You become resistant to all e/ementa/type damage and 
: : , to all magical damage that ignores armor. You have a 
SE MIE TUE! MIN GEETN Ge eT ESI MECC: 50% reduced chance of becoming Frozen or Catching 
On Fire. 
You amplify all Signs you cast as if you had spent 1 extra point of | In misty or foggy conditions, you can become partly 
Stamina on them. In cloudy weather, this amplification effect invisible, gaining +5 to Stealth and +3 to your attack and 
Foglet ‘ iE sa ae He : 
increases to 2, and in misty or foggy conditions it increases to 3. | defense rolls. An enemy that spots you with Awareness 
This can exceed the normal limits on the potency of Signs. negates the attack and defense bonus. 
Erahtenor You gain +5 to Endurance and become immune to extreme heat | You gain +3 to Stealth, and hearing-based Awareness 
9 and desert conditions. checks against you take a further -2 penalty. 
, : ._| You take a -2 to all skill checks and saves while in direct 
; You become immune to magical charm and all forms of psychic : ; 3 : 
Garkain sunlight but ignore penalties from, and gain a +2 to all 
attack. f rare 
skill checks while in, darkness. 
Cluster While at least knee-deep in a body of water, you can effortlessly | You can attack and defend underwater without penalty 
eee detect anything in the same body of water within 10m. and hold your breath 100% longer than normal. 
You gain resistance to bludgeoning, slashing, and 
Golem You become immune to bleeding and poison. Tee: CEERI i peu eay HEM any eMlen 
resistances, they now ignore Armor Piercing and treat 
Improved Armor Piercing as normal Armor Piercing. 
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Tlame 


PERFORMANCE EnHANCiING SUPPLEMENT PG.3 


WitcHER DEcocTions COonTiINVED 


EFFECTS 


Transmvtation 


Leshen 


For every die of damage an enemy rolls against you, a magical 
backlash deals 1 point of damage back to them, which ignores 
armor. 


Beasts become friendly to you. You become aware of all 
beasts within 30m and can telepathically communicate 
with beasts that are within 10m. 


Manticore 


You become immune to poison and gain +50 to your maximum 
Health. This doesn’t stack with Full Moon. 


You gain +2 to your Body and Reflex. 


Penitent 


If you hit an incorporeal enemy with a silver weapon or a weapon 
oiled with Spectre Oil, you deal full damage and force them to 
become corporeal until their next turn starts. 


The range of your Yrden and Magic Trap Signs are 
doubled. 


Living beings within 2 meters of you (except necrophages) take a 
-2 penalty to all skill checks. 


Living beings within 2 meters of you (except 
necrophages) have a 25% chance of becoming 
diseased each time they take damage. 


Phoenix 


You ignore penalties for Wound Threshold and Death State and 
roll Death Saves at +10. While under your Wound Threshold, you 
halve all incoming damage. 

If the decoction wears off while you are in Death State, you 
immediately explode, dying instantly, while dealing 3d6 fire 
damage to all body locations of everything within 2 meters and 
lighting them all on fire. Be careful with that White Honey! 


You and your equipment become immune to fire 
damage. When under half your Health, you emit an aura 
of extreme heat, and anything within 2 meters takes 1d6 
damage to the torso and has a 25% chance of catching 

on fire on the start of your turn. 


If you’re under your Wound Threshold, this increases to 
2d6 damage with 50% ignition chance. 
If you’re in Death State, it increases to 3d6 damage with 
a 75% ignition chance. 


Rock Troll* 


You regenerate 5 Health per round. 


You gain +8 SP to all of your body locations that can’t 
be reduced or ablated. 


Shaelmaar 


You ignore vision-based penalties, including Blind-Side penalties, 
against targets within 10 meters as long as they’ve moved or 
acted since their last turn (this includes defending themselves). 


When casting the Quen or Active Shield Signs, your 
magical barrier has 5 extra Health per STA spent. 


Every time you spend Stamina, you regenerate the same number 
of Health points (up to your REC). 


You can use Axi/to roll Spell Casting in place of 
Grooming & Style, Persuasion, and Charisma checks at 
a cost of 1 Stamina. Witcher medallions or Magical 
Training can detect this activity, but it’s not obvious to 
the un-gifted, the way Ax//normally is. 


Succubus 


Each round during combat, your attacks, including Signs, gain a 
cumulative +1 to damage until the combat ends. 


You can use a special application of the /gn/Sign to 
defend yourself with Spell Casting. You negate the 
attack and have a 10% chance of lighting the attacker 
on fire for every point of Stamina spent. 


You regenerate 5 Health per round. 


Your close combat attacks deal an extra 1d6 damage. 


Vendigo 


You become immune to cold weather conditions and 
environments and ignore the effects of the Frozen condition. 
However, your equipment can still take extra ablation damage 
while Frozen. 


When casting the Aard and Aard Sweep Signs, you deal 
1d6/2 damage to the torso per STA spent and double 
your knockdown chances. 


Werecat 


You can climb your full Speed, jump a distance equal to your 
Leap value from a standing start as your move, or jump a 
distance equal to your full Speed with a running start. 


*TROLLING |VICE 
The Rock Troll decoction replaces the Troll decoction from Core Rules, while the Troll decoction listed here uses a mutagen from the 
ordinary trolls listed in A Witcher’s Journal. 


You can use your Witcher Training to sense and pinpoint 
magic or curses within 20 meters as if using Magical 
Training. A witcher medallion imparts +2 to using these 
senses. 
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PERFORMANCE ENHANCING SUPPLEMENT PG.4 


Poison FORMULAE 


Argentia* . | Journeyman L/T/ FIX) Dog Tallow, Quicksilver Solution x1 
Brown Oil . | Journeyman Y/1TXT> IN] N/A 


Crinfrid Oil . | Journeyman eese N/A 
Zangweberian Venom ; Master Ati I> DI </1¥] Venom Extract x1 


+ALCOHESTism: WiTCHER ALCHEMY 
As an optional rule, all witcher potions require 1 bottle of spirits to craft, whereas decoctions require a bottle of alcohest. 


WitcHER Potion & ELixin FORMULAE 


Bindweed 16 | 30 Min. Gesy None. 
De Vries’ Extract 20 | 30 Min. e2usSssn None. 
Kiss 14 30 Min. T <I <>) None. 
Rook 16 | 30 Min. Gimp None. 
Shrike 16 30 Min. 2s29 None. 
Stammelford’s Philter | 18 | 30 Min. PIV IXT A) None. 
Tiara 16 30 Min. <P None. 
Willow 16 30 Min. VIVE None. 
Wolf 18 30 Min. U/T SIX] ] None. 
Wolverine 18 | 30 Min. Vuvsny None. 
White Gull 14. 30 Min. rT /) Spirits x3 + Hallucinogen or Alcohest + Hallucinogen 
Black Seagull 16 | 30 Min. ITT ALA) White Gull 
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PERFORMANCE EnHancinGc SuPPLEMENT Pc.5 


WitcHER DEcoctTion FORDIULAE 


Alp 30 Minutes ARBSS Alp Mutagen + 1 Bottle of Spirits 


Bear 30 Minutes —T> T <) Bear Mutagen + 1 Bottle of Spirits 


Botchling 30 Minutes mI] <<) Botchling Mutagen + 1 Bottle of Spirits 


Bruxa 30 Minutes AYDSOG® Bruxa Mutagen + 1 Bottle of Spirits 


Bullvore 30 Minutes TALA I Bullvore Mutagen + 1 Bottle of Spirits 


Cockatrice 30 Minutes XIV] <D> } Cockatrice Mutagen + 1 Bottle of Spirits 


Elemental 30 Minutes XIALLALAT Elemental Mutagen + 1 Bottle of Spirits 


Foglet 30 Minutes VIVIVT | TA) Foglet Mutagen + 1 Bottle of Spirits 


Frightener 30 Minutes SGAR Frightener Mutagen + 1 Bottle of Spirits 


Garkain 30 Minutes ISD> DD IXTA] Garkain Mutagen + 1 Bottle of Spirits 


Glustyworp 30 Minutes TT <IXT A) Glustyworp Mutagen + 1 Bottle of Spirits 


Golem 30 Minutes AARRGED Golem Mutagen + 1 Bottle of Spirits 


Leshen 30 Minutes D> D> LALA) Leshen Mutagen + 1 Bottle of Spirits 


Manticore 30 Minutes OVA Manticore Mutagen + 1 Bottle of Spirits 


Penitent 30 Minutes esaue Penitent Mutagen + 1 Bottle of Spirits 


Pesta 30 Minutes VAL/IXD } Pesta Mutagen + 1 Bottle of Spirits 


Phoenix 30 Minutes Coagee Phoenix Mutagen + 1 Bottle of Spirits 


Rock Troll 30 Minutes esses Rock Troll Mutagen + 1 Bottle of Spirits 


Shaelmaar 30 Minutes <> Shaelmar Mutagen + 1 Bottle of Spirits 


Siren 30 Minutes SISIXTX) Siren Mutagen + 1 Bottle of Spirits 


Succubus 30 Minutes D> 1/1) Succubus Mutagen + 1 Bottle of Spirits 


Troll 30 Minutes eSsvuee Troll Mutagen + 1 Bottle of Spirits 


Vendigo 30 Minutes Sugun Vendigo Mutagen + 1 Bottle of Spirits 


Werecat 30 Minutes ySdsase Werecat Mutagen + 1 Bottle of Spirits 
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